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Overview 


This game was made because I love The Magnus Archives. A horror podcast that 
had me hooked from the very first episode with creepy storytelling and an 
exasperated narrator that then kept me invested with a range of interesting 
characters and a beautifully built meta-plot. When I finished the last 
episode, I knew I wanted to create something for it, a love letter to a 
series I know I will be re-listening to because it is just that good. 


This game, and any future expanded version of it, may have never been made 
without the Caltrop Core rolling system by Lex (@titanomachy). I have never 
done game design before and was nearly drowned with the possibilities but 
thanks to a quick tip from Amber (@thespacejamber) and the gentle nudging 
and tips from Lex and the Caltrop Core community on Twitter, this game was 
born. Big thanks to everyone there and here’s to many more games in the 


future! 


This game is built for 2-5 players and a Game Master, or Archivist if you 
want to be in theme. The game uses the Caltrop Core rolling system as well 
as an additional Fear Die, explained in-depth on page II. 


The goal of the game is to use 


Caltrop Core 


the premise of the Entities, 
unfathomable beings made and fed 
by fear, from the podcast to 
propel players through a world 
of supernatural chaos. Players 
will attempt to go about their 
lives while choosing to either BE a See ee Ta ees vn nt, 
run headlong into their fears to fot 


stop the Entities' plans to 


cause strife and pain in our 
world, or run away to save their 


own skin. 


setting 


The Magnus Institute is an academic institution that was founded in 
I8I8 by a man named Jonah Magnus. The Institute has made it clear to 
the public that it is not a place of paranormal investigation but a 
place of learning and research for a better understanding of the 
supernatural that is undeniably a part of this world. The Institute 
is a smaller building, with only three floors made up of creaking 
wood and cold brick but what is of most interest is what lies below. 


The Archives are in the basement of the 


Magnus Institute, consisting of long rows 
of shelves filled with the same plain "Every time I walked between 


brown and white file boxes. The rows go the shelves, I swear I would 


: see movement out the corner 
on monotonously and there is an odd 


of my eye. But when I turned, 
feeling when one steps down into the there was nothing.” 
Archives, a feeling you can’t quite shake -MAGO4I, Too Deep 
that if you were to go too far for just a 
little too long, you may never turn back. 
Whether or not that is because you forget 
how to or because something stops you 
is entirely dependent on one’s own 


fears. 


setting 


Artifact storage is a large storage room where the Institute keeps 
items of note that are found during the research of certain 
statements. While it will likely never be confirmed or denied as to 
whether all or even just some of the items are of a supernatural 
nature, everyone who works at the Institute knows that Artifact 
Storage is a strange and often dangerous place to be and many will 
steer clear of it when at all possible. 


Beneath the archives, hidden behind 
false walls and trap doors, there are 
“It ned into th 

nea wee ee tunnels. The tunnels are old and yet 


tunnels [...] [and he ee 
somehow their age is impossible to 
left] me trapped in some 
firmly pinpoint. They sprawl beneath 


corridor hellmaze." 

_ MAGO79, Hide & Seek the Institute and out below the 
surrounding city like a network of 
limbs reaching out but no one knows 


exactly how far they touch. 


Character Creation 
Each player will create a character, giving them a name and a 

personal history. Alongside these backstory details, players will 
choose a connection to the Magnus Institute from the following list 
and an associated >tory (ag. The chosen tag will help guide players 
and the Archivist if the story ever stalls out. This game is heavily 

reliant on players and the Archivist working together to create a 
story so don't be afraid to "yes, and" and make things up as you go! 

To see an example character, see the Appendix at the end of this 


document. 


Institute Employee 
You work for the Institute and despite the 


strange happenings, you find yourself 
unable to untangle yourself from it. 


Choose a tag from the list below about how 
your character understands the Institute 
or make your own - 

¢ Making Ends Meet 
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e Personal Mission 
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e Newbie 


Character Creation 


Statement Giver 
The witness of something you cannot explain, you have come 
to the Institute in hopes of telling your story. 


Choose a tag from the list below about the statement 
you made or make your own - 

e Brush With Death 

¢ Still Followed 

¢ Barely Believes It 


Paranormal Investigator 

Someone who believes in a more active approach to facing 
the supernatural, what you’ve seen, or have yet to see, is 
driving you forward. 


Choose a tag from the list below about your experiences as 
an investigator or make your own - 

e Vendetta 

¢ Tin Foil Hat 

¢ Like & Subscribe 
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Character Creation 


A police officer that has seen too much, you have signed a very 
intense NDA that makes you a part of a group of other officers 
who have been "Sectioned"; you are now the one of the ones to 


investigate when things seem strange. 


Choose a tag from the list below about your life as a police 
officer and how you were Sectioned or make your own - 
e Asked Too Many Questions 
e Wrong Place, Wrong Time 


¢ Investigation Gone Wrong 


"I’m not ‘part’ of Section 3I. It’s not 
like a unit or a division within the 
police force or anything like that. It’s a 
form you have to sign. Section 3I of the 
Freedom of Information Act covers 

exclusions for informati 
law enforcement. [...] when you stumble 
across something a bit.. weird, then after 
it’s over you’re taken to one side, and 
told to sign a form" 


- MAGO43, Section 3I 


Character Creation 


Character Connections 


Once you have made your characters, come together and determine how 
you all know each other, even if only in passing ways. Assign one of 
the following tags, or create you own - 

¢ Coworker 

¢ Old Flame 

¢ Childhood Friends 

¢ Ships In the Night 

e Informant 

¢ High School Bully 
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Skill & Resource Tags 


As an additional feature to your character, pick a skill tag that 
will represent a special skill your character has honed with years of 
experience or maybe is just naturally gifted in. You may also choose 

one resource tag that represents an especially nice resource your 
character has access to in game. In both cases, you can choose from 

the list below or talk with the Archivist about making your own - 


skills Resources 
° Pop Culture Savant ° Motorbike Master 
° Research Ready ° I Know A Guy 
Natural Charmer Trust Fund Baby 
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gravity in our world and it hungers. The Fears, or 


The Entities 


In this world, fear is more than just an emotion, it has far more 


Tr 


Entities, are 


unknowable forces beyond our understanding, but when they do touch 


our world we witness just a fraction of their power and we are left 


terrified. Everyone has fears and your character has two fears, a 


Primary and a Secondary fear, that will drive them through this 


story. Below are the I4 Known Entities that the Magnus Institute has 


identified - 


The fear of small spaces and a lack of space, the Buried can 
manifest as caves, coffins, financial issues or heavy rain. 

Corruption — j 
The fear of dirt and-filth 


_— 
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The primal fear of what goes unseen in the dark, the Dark can 
manifest as blindness, shadowy monsters, on acess. 


ion car manifest as 
be the cause of the ruining of other’s 
End 

The fear of death and the finality of the End can 
manifest as death or imagery of death such as undead monsters, 


ngs, 


funeral homes, coffins and the like. 


The 


The 


The 


The 


The 


The Entities 


"There are.. entities in this world. Beings of vast, dark power. 
Perhaps it would be more accurate to say they are ‘next to the 
world’, rather than in it. Their true existence could not function 


in the universe we live in" - MAGO80, The Librarian 


Eye 


your life being rifled through. 
Flesh VS 
The fear of the body and how it can be twist eh | tne Flesh 


\ 
manifests in butchers, blood and meat, or bodies being 


changed and altered in unnatural ways 


Hunt 
The anima ear of being chased as prey, the Hunt can 
manifes al and animalistic instincts or traits 
The is’ known to (rarely) infect those that give in 
to the sie uch as bounty hunters or self-proclaimed 


monster “hunter The Hunt twists their mind and gives 
them a need to hunt and kill others that they see as prey 
Lonely 
The fear of isolation and loneliness, the Lonely can manifest 
as dense fog, large and empty rooms, crowds of faceless 
people 
Slaughter 
The fear of unpredictable violence, the Slaughter can 
manifest as people driven into violent madness, imagery of 
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war and murderers 
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The Entities 


spiral 


Spiral can manifest as illusions / 
fractals or reflections that do 


supposed to be reflecting 
The fear of the unknown or the uncanny, S ranger can 
manifest as anything that might trigger the “Uncanny Valley” 


response such as mannequins, wax figures, masks or taxidermy. 


The fear of h lling, the Vast can manifest as the 
sky or outer On a broader scale, the Vast 
is the fe icance or losing yourself in the 


grand sc 

Web 

The fear trapped, the Web can manifest 
as being gs against your will, being 
manipulat though there are plans outside of 


Players will choose one Primary Fear and Secondary Fear. The 


difference between a Primary and Secondary Fear is that while a 


player's Primary Fear will cause a player character a great deal of 


distress that is much harder to push through, a Secondary Fear can 


be more readily managed. Players are also highly encouraged to 


ensure their Primary Fear Entities do not overlap, while their 


Secondary fears overlapping or Secondary Fears and Primary Fears 


overlapping in different characters may make for great story 


interactions. 


Running the Game 

The !ntities are looking for ways into our world to cause chaos and 

strife, feeding off of our fear to grow stronger and sink their 

proverbial claws into our minds. The game consists of days of 
working as usual and supernatural encounters that force players to 
decide whether they can try and face their fears or run away while 
trying to accomplish other goals. Any action that can be reasonably 
made by a human with enough time to get it right can be assumed to 
be done correctly and effectively. When there is a threat present or 
other factorS that make the task more difficult a dice can be rolled 


to determine the results. 


Fear Die 

the game, the Archivist may put the players in 
situations or face them with monsters of a particular “1'\‘y or 

intities. When this happens, players will need to involve their “car 


Die. 


If a player character is facing their "rimary ‘ear, the player rolls 
their ‘car Dic. Depending on their roll they will gain one of the 
following tags - 
I.Gain | ear Token as you are overwhelmed with fear and sink 
further into it 
2.The experience is a hard one and will be difficult to shake, 
take a -I penalty to the next time to you encounter this “niivy 
3. You stand shaken, but still you stand 
4.Gain | bravery ‘oken as you face the fear head on and are able 
to not only stand your ground but push forward 


Running the Game 

If a player is facing their Seconcary ‘ear, the player rolls their 
F ©. Depending on their roll they will gain one of the 
following tags - 

I.The event is unsettling and will stick with you, take a -I 

penalty for the next time you face an ‘n-- 

2.This encounter is terrifying and you’re shaken hard 

3.You are able to get a grip on yourself and move forward 

4.You make this fear your bitch, gain 


If a player runs away from their fear, the player rolls a d4 and 
depending on the roll the Archivist decides the results of their 
fleeing as well as giving a “car Joxen when a I is rolled on the d4 
though the results of a 2, 3, or 4 are up to the Archivist. One 
could even argue a 4 results in a “ravery (oken if the escape was 


made as understanding one’s personal limits. 


"No-one gets what they 


deserve. Not in this place. 


They just get whatever 


hurts them the most" 
- MAGI78, The Processing 


Line 


Ending the Game 
There are two ways of ending the games — on how you would 


like to run your stories, either with (okens or “pisoces. 


Token 
In the token based version of this game, players will earn two types 
of tokens through gameplay - -ravery & 'ear. These are given when a 
player faces their fears or flees from them and can end the game in 
two ways. 


The game can end when one player gains 4 Bravery Tokens or 
when each player gains I bravery ‘oxen. If a 1 Story focuses 
on one “ntity then it is suggested that one player earning 
4 bravery tokens is the best way to end, but if the story 


involves several “ntities, each player earning one might be 


more beneficial. These endings do not mean that player 
characters have overcome all feelings of fear but that they 
have come to terms with their fears and no longer allow 


them to have such power over their lives. 
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The game can also end when one player gains 4 | 

or when each player has gained 2 “ear Jo 

focuses on one “1/\+y then it is suggested t that one player 
is the best way to end, but if the 


. If a ries 
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earning 4 “ear lokens 
story involves several ‘1 '\°ies, each player earning two 
might be more beneficial. 


These endings might imply that player characters are so 
wracked by fear that they sever their ties to the realm of 
supernatural pursuits entirely, or that, in a very harsh 
world, they succumb to their fears and are consumed by the 


‘ntity they are facing. 


In either case, the number of Token required to end a game could be 
altered depending on how long of a game you would like to play. 
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Episodic stories might play out as a more traditional TTRPG in that 
the Archivist sets up an adventure in which the players follow story 
beats to face a Big Bad at the end in which they either succeed or 
fail in stopping the Big Bad’s plans. In this version, Tokens can 
either be dismissed entirely (the I and 4 results being altered to a 
more traditional Caltrop Core result) or used as advantages and 
hindrances. Example of this might be the following - 


e bravery loxen : can be expended for advantage on a roll, rolling 
2d4 and taking the higher of the two rolls 
e fear Token : can be expended for disadvantage on the roll. In 
this case 2 new “car “okens are earned on the roll of a I but a 


roll of 4 would be an extra special success gaining them 2 
Bravery Tokens 
Episodic stories end whenever the Archivist or players decide the 


story has come to a conclusion that satisfies everyone. 


Appendix 
Based on Martin Blackwood from The Magnus Archives. 


Name : Martin Blackwood 
Institute Connection : Institute Employee, Making Ends Meet 
Primary Fear : The Stranger 
Secondary Fear : The Buried 
Skill : Fly on the Wall 
Resource : Soul Soothing Tea 
Martin has been a long time employee of the Institute, having lied 
on his resume about having a degree in parapsychology when he 
applied, desperate for a job to support his ailing mother. Martin 
has a nurturing nature and often offers cups of tea to those who 
seem to need it although he seems to have a difficulty making 
friends, specifically with his coworkers who dismiss him due to his 


lacking effectiveness at work. 


This game is a labor of love and one that is most definitely 
still a work-in-progress. If you have an comments, questions, 
or suggestions, please do not hesitate to reach out. I would 


love to hear from you! 


"If anyone’s 
listening.. Goodbye. 
I’m sorry, and... Twitter 


Good luck." @Chaelleyanne 


- MAG200, Last Words 


Face Your 


Fear 


Name : 


Institute Connection : 


Player Connections : 


Primary Fear : 


Secondary Fear : 


